Siirtolapuutarhapelit: Transfer 

This section details the transfer of Carcassonne elements to Siirtolapuutarhapelit elements. 

Where there are '?' signs, these are still up for debate among the design group. 

Where there are '*or*' notations, this indicates that either and both may be used in designs. 

Note that number of tiles are marked in square brackets, e.g. [5] 

Note there might be Polish differences, marked with 'PL'. 

Tiles & Followers 

Look at all tiles first to familiarise with original tiles: 

http://mlab.taik.fi/~apaterso/proiects/si/resources/carc all-tile-distribution-sheets by zac-toups.pdf 

1MB .PDF 

NB: Please follow basic edge design of original tiles in above distribution sheet. We are using Basic 
Carcassone set [72 tiles total] + River extension [10+2 start/end tiles] + Inns and Cathedrals extension [18 
tiles total] + Traders and Builders extension [24 tiles total] = 72 + 12 + 18 + 24 = 126 tiles. 


->->->carcassonne->->-> 

siirtolapuutarhapelit 


basic tiles 

Walled cities 

Allotment gardens [refer to distribution sheet above for number of edges]. 'PL': 
commercial billboards on the edges of allotments - tile with no points - negative 
function, can be added to someone else's allotment 

Walls 

Fence *or* hedge *or* open ditch-edge 

Farms/fields 

Suburban areas [refer to distribution sheet above for number of edges] 

Farms supplying cities 

Allotments supplying suburbs with 'luomu' produce and place to relax 

Roads (with bridges, 
crossings, etc) 

Roads/paths with bridges, pedestrian crossings, bus-stops etc. [refer to 
distribution sheet above for number of edges] 

Monastery in field 

Community market for grown produce *or* sauna in suburb [4]+[2 inc. road] 

Pennant in walled cities 

Water taps [refer to distribution sheet above for placement] 

City tile with cluster of 
buildings, no walls 

Kids playground [1] 


followers: 

Citizens 

People owning/renting a growing plot or allotment association members 

Thief 

Real-estate developer *or* Politician who wants to grab allotment land for 
business investment *or* Supermarket manager 

Farmers 

Consumers of allotment produce 


included extensions 

Monastery by the roadside 

Food store with 'luomu' produce from allotments [2] 

Inns by the road 

Kahvila *or* Gardening store *or* Bicycle rental [5] 

Cathedral in city 

Communal sauna in allotment [2] 

Builders 

Compost-heaps [1 for each colour of followers] 

Trader-markers: Barley/ 
Fabric/ Barrels 

Vegetables [9] / Fruits [6] / Herbs [5]: graphical symbols can vary depending on 
design 

The River' extension.. 

choice of 3 versions.. 


Motorway [10] surrounded by mix of forest, suburbs & allotments + Motorway 
starting/ending tile [2]: motorway coming out of tunnel and the motorway ends 
with another tunnel surrounded with suburbs 


River [10] with bridges, neighbouring suburbs and allotments, power-plant, PL: 
public beach, barge clubs + River starting/ending tile [2]: river emerging from 
underneath the city from a big sewer pipe and eventually disappearing into 
another one 


Metro [10] route with bridges, neighbouring suburbs and allotments + Metro 
starting/ending tile [2]: stations with surrounding suburbs 


New scoring system 

See: Wikipedia entry about #Scoring 


feature 

completed in gameplay 

game-end 

Allotment 

two-tiles: 1 point per tile + 1 point per water-feature | more- 
tiles: 2 points per tile + 2 points per water-feature 

1 point per tile + 1 point 
per water-feature 

Road 

1 point per tile 


Community 

market/Suburban 

sauna 

1 point + 1 point for each of the eight tiles surrounding it 


Suburbs (consumers) 

not scored 

3 points for each 
completed allotment 
bordering the suburb 

extensions & special 
followers 



Trade items 

Trade goods appear in allotments and are collected by the 
player who completes the allotment, even if they are not 
the one who scores it (thus encouraging the completion of 
other people's allotments). 

how many points at the 
end? 

Compost-heap 

A "compost-heap" follower which grants an extra turn to 
the owning player whenever the feature is extended. 


Kahvila/Gardening 
store/Bicycle rental 

Placed as part of roads and allotments to enhance their 
value — provided they are completed by the end of the 
game 

A Kahvila doubles each 
road segment's value 

Community Allotment 
Sauna 


adds one point per tile or 
water-feature in an 
allotment 


Notes on other suggested elements for Siirtolapuurhapelit 

• Administrative coop/office. NB: we haven't found a way yet to address coop features/rules. 

• Supermarkets (eg. Alepa) blocking/diverting the supply of produce to adjacent suburbs (these could 
become very aggressive tiles). NB: this topic has been absorbed as feature of 'thief transfer 

Energy topic that could be included in further extensions: 

• Electricity points. 

• Micro-windmills 

The Helsinki rabbit problem: 


Dragon feature of Carcassonne -> Wild rabbit 
Volcano feature of Carcassonne -> Rabbit hole 




